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			Dedicated to 11-year-old Taylor and his childhood dreams of becoming a Roblox builder.

			Thank you to the ones who supported his journey to make those dreams a reality, including Natasha, Ducky, and friends and family. A special thanks to my little brother Levi whom I had the honor to play many hours of Roblox with.

			Shout out to the Roblox community for providing a fun and collaborative environment for those dreams to become unbounded and limitless.

			I hope that this book helps you cultivate the most powerful tool at your disposal – your imagination. Happy building!

			– Taylor Field-Draper

			Foreword

			Taylor Field-Draper, otherwise known as Trustmeimrussian, is a veteran Roblox developer who has made a name for himself in the Roblox community for his high-quality standard of work and unmatched devotion to his craft. With over 15 years of experience years of experience under his belt, Taylor has refined his workflow and building practices in a way that ensures his maps are highly optimized, aesthetically pleasing, and organically understood by players of all ages. Taylor’s rise to popularity came in 2019 with his role in creating the Lil Nas X Concert Experience, after which he created many more virtual concerts and events on Roblox, ultimately playing a pivotal role in shaping the virtual event scene on the platform.

			As an up-and-coming developer on the platform, Roblox Studio can be a confusing and intimidating program to use. With The Ultimate Roblox Game Building Cookbook, you will learn the fundamental tools and methods of building on Roblox Studio, as well as tips and tricks that will ease your development process and make your experience stand out from the rest. This book will also teach you the basics of monetizing your experience and the theory behind creating maps according to their gameplay style from the perspective of a graduate of the Roblox Accelerator Program. Developing alongside Taylor in this step-by-step process will leave you feeling prepared to create a multitude of high-caliber experiences.

			During my time working with Taylor, I have come to understand how much he values sharing his expert knowledge of Roblox Studio with those who want to become developers themselves.

			Taylor found building on Roblox to be a fun way to express himself during his younger years, and he anticipates that kids like him will be able to utilize their creativity in similar ways with the knowledge provided in this book.

			– Natasha West, executive assistant, Microsoft
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			Preface

			Roblox is the largest and fastest-growing platform of all time, housing a labyrinth of experiences for billions of players. It’s more than a gaming platform, it’s also a storefront, social hub, and building tool that empowers anyone to create fun and robust experiences that will enrapture the audience.

			The Ultimate Roblox Game Building Cookbook is the perfect guide for any Roblox developer looking to take their skills to the next level. With a wide range of recipes, this cookbook covers everything from the basics of game development on the platform to advanced techniques for creating immersive experiences.

			You’ll learn about the best workflows for effectively using Roblox Studio and its provided tools to create custom maps, props, visual effects (VFX), lighting, and more. Additionally, you’ll gain insights into designing more complex levels of gameplay, such as single-player and multi-player flows. The cookbook also covers guidance on monetizing your games and provides you with an arsenal of assets to help you every step of the way.

			By the end of this book, you will have gained a comprehensive understanding of proven Roblox experience and design methods that will help you through your journey of being a top Roblox developer!

			This book is broken up into three parts:

			
					Building in Roblox Studio

					Designing Layouts

					Monetization and Extras

			

			Who this book is for

			Whether you are a young Roblox player or parent, game developer, enthusiast, or educator, you will find this book an ideal tool to help navigate you through your journey of building stellar Roblox experiences.

			What this book covers

			Chapter 1, Getting Started with Studio Modeling, teaches you the basics of creating standard props and working with the primitive shapes of Roblox parts, as well as how to use plugins to speed up your workflow.

			Chapter 2, Introduction to Solid Modeling and CSG Tools, covers the Roblox CSG tools to create unique shapes, sculpt rocks, and create shaped holes cutting through solid walls.

			Chapter 3, Sculpting Terrain, examines the Terrain Editor and its tools, and how to use them alongside plugins to create beautiful terrain landscapes and biomes.

			Chapter 4, Learning to Use VFX, looks at the built-in VFX options that Roblox provides, such as Particles, Beams, and Trails to create visual effects and modify their properties.

			Chapter 5, Building a Multiplayer Obby, uses our previous knowledge to create a simple obby game with four unique stages and use spawn points to create checkpoints.

			Chapter 6, Designing a House, goes over the workflow, starting with the planning and layout stages, of building an enterable and furnished house.

			Chapter 7, Single-Player Map Flow, provides a complete single-player story-driven map featuring obstacles such as locked doors. We will also look at how to keep players on track and not get lost.

			Chapter 8, Building a PvP Map, puts our skills to the test by showing us how to create a large PvP map with two team sides. We will see how to properly balance the map and scale it appropriately.

			Chapter 9, Monetizing Your Experience, explores the different methods of how you can monetize your Roblox experience, such as through game passes and developer products.

			Chapter 10, Extra Building Recipes, provides extra activities. We will be first customizing a weapon, sword, and vehicle system to have custom properties and attributes. We will then look at how to enable Team Create, followed by customizing our experience settings through the Game Settings panel.

			To get the most out of this book

			You will need to have the latest version of Roblox Studio installed. It’s also best to ensure that you download the provided assets, which are linked inside each chapter’s Technical requirements section. You can also find each of the recipes built out inside of each of the chapter asset folders to reference as you build.

			
				
					
					
				
				
					
							
							Software/hardware covered in the book

						
							
							OS requirements

						
					

					
							
							Roblox Studio

						
							
							Windows 7, Windows 8/8.1, Windows 10, or Windows 11

							macOS–macOS 10.13 (High Sierra) and above

						
					

				
			

			If you are using the digital version of this book, we advise you to type the code yourself or access the code via the link available in the next section. Doing so will help you avoid any potential errors related to the copying and pasting of code.

			After reading this book, use the combined knowledge that you have gained to create your own experience from scratch!

			Download the asset files

			You can download the asset files for this book from https://packt.link/gbz/9781805121596. In case there’s an update to the code, it will be updated in the existing repository of asset files.

			We also have other code bundles from our rich catalog of books and videos available at https://github.com/PacktPublishing/. Check them out!

			Conventions used

			There are a number of text conventions used throughout this book.

			Code in text: Indicates code words in text, database table names, folder names, filenames, file extensions, pathnames, dummy URLs, user input, and Twitter handles. Here is an example: “Rescale the part to 80, 30, 80 studs.”

			A block of code is set as follows:

			
game.Players.PlayerAdded:Connect(function(player)
   player.CharacterAdded:Connect(function(char)
      local trail = game.ServerStorage.Trail:Clone()
      trail.Parent = char.Head
      local attachment0 = Instance.new("Attachment",char.Head)
      attachment0.Name = "TrailAttachment0"
      local attachment1 = Instance.new("Attachment",char.HumanoidRootPart)
      attachment1.Name = "TrailAttachment1"
      trail.Attachment0 = attachment0
      trail.Attachment1 = attachment1
   end)
end)

			Bold: Indicates a new term, an important word, or words that you see onscreen. For example, words in menus or dialog boxes appear in the text like this. Here is an example: “Select the Fire effect in the Effects drop-down menu to insert it into the part.”

			Tips or important notes

			Appear like this.

			Sections

			In this book, you will find several headings that appear frequently (Getting ready, How to do it..., How it works..., There’s more..., and See also).

			To give clear instructions on how to complete a recipe, use these sections as follows.

			Getting ready

			This section tells you what to expect in the recipe and describes how to set up any software or any preliminary settings required for the recipe.

			How to do it…

			This section contains the steps required to follow the recipe.

			How it works…

			This section usually consists of a detailed explanation of what happened in the previous section.

			There’s more…

			This section consists of additional information about the recipe in order to make you more knowledgeable about the recipe.

			See also

			This section provides helpful links to other useful information for the recipe.

			Get in touch

			Feedback from our readers is always welcome.

			General feedback: If you have questions about any aspect of this book, mention the book title in the subject of your message and email us at customercare@packtpub.com.

			Errata: Although we have taken every care to ensure the accuracy of our content, mistakes do happen. If you have found a mistake in this book, we would be grateful if you would report this to us. Please visit www.packtpub.com/support/errata, select your book, click on the Errata Submission Form link, and enter the details.

			Piracy: If you come across any illegal copies of our works in any form on the Internet, we would be grateful if you would provide us with the location address or website name. Please contact us at copyright@packt.com with a link to the material.

			If you are interested in becoming an author: If there is a topic that you have expertise in and you are interested in either writing or contributing to a book, please visit authors.packtpub.com.

			Reviews

			Please leave a review. Once you have read and used this book, why not leave a review on the site that you purchased it from? Potential readers can then see and use your unbiased opinion to make purchase decisions, we at Packt can understand what you think about our products, and our authors can see your feedback on their book. Thank you!

			For more information about Packt, please visit packtpub.com.

			Share Your Thoughts

			Once you’ve read The Ultimate Roblox Game Building Cookbook, we’d love to hear your thoughts! Please https://packt.link/r/1805121596 for this book and share your feedback.

			Your review is important to us and the tech community and will help us make sure we’re delivering excellent quality content.

			Download a free PDF copy of this book

			Thanks for purchasing this book!

			Do you like to read on the go but are unable to carry your print books everywhere?

			Is your eBook purchase not compatible with the device of your choice?

			Don’t worry, now with every Packt book you get a DRM-free PDF version of that book at no cost.

			Read anywhere, any place, on any device. Search, copy, and paste code from your favorite technical books directly into your application. 

			The perks don’t stop there, you can get exclusive access to discounts, newsletters, and great free content in your inbox daily

			Follow these simple steps to get the benefits:

			
					Scan the QR code or visit the link below

			

			
				
					[image: ]
				

			

			https://packt.link/free-ebook/9781805121596

			
					Submit your proof of purchase

					That’s it! We’ll send your free PDF and other benefits to your email directly

			

		

	


		
			1

			Getting Started with Studio Modeling

			Roblox Studio is unique in its use of parts. A part is the fundamental building block in Roblox Studio that can be used to create literally anything in an experience. Parts can be moved, resized, and rotated. The properties of a part, such as the color and material, can also be adjusted to affect its appearance.

			In this chapter, we will be manipulating parts in many ways to develop an understanding of the use of parts in creating an experience on Roblox Studio. We will be using the basic tools provided by Roblox Studio to create various props and assets that will be used to furnish and decorate many of the scenes we will be creating in the proceeding chapters of this book. We will learn how to use the MaterialFlip plugin to properly orientate textures applied to parts, and utilize a technique called shingling to make our assets stand out in terms of quality. Finally, we will learn about the different methods of creating ladders using parts and trusses.

			The following is a list of the recipes found within this chapter:

			
					Creating a chair

					Building cactuses

					Creating wooden crates

					Building a functional TV

					Creating a ladder

					Making your bed

					Creating a stone water well

			

			Technical requirements

			You will need the latest version of Roblox Studio downloaded. In this chapter, we will be building with primitive parts, which can be found in the build kit model located inside the Chapter 1 folder at https://packt.link/gbz/9781805121596.

			Alternatively, you can use parts directly from the Part drop-down menu found in Roblox Studio.

			Creating a chair

			In this recipe, we will be creating a chair prop using primitive-shaped parts. We will start by boxing out the shape of the chair with a primitive part and then attach a seat, which will allow players to sit on the chair. You will see how to orientate the seat part before we apply color and wood to our chair. We will finish off this recipe by using the MaterialFlip plugin, which can be downloaded from here: roblox.com/library/166951203.

			How to do it…

			We will begin by creating the basic shape of the chair out of square parts. We will further render out the chair’s shape by adding legs. Next, will add a seat part to the model and then detail the chair with color and the Wood material. To finish, we will correct the woodgrain of the chair using the MaterialFlip plugin.

			So, to create a chair, follow these steps:

			
					Insert a square part into Workspace by navigating to the Model tab in the top bar and then selecting the Part tab.

					Next, select the part and then navigate to the Property tab. In the Size value field, change the increments to 2, 1.5, 2.25 studs.

					Duplicate the square part and place it flush on top of the original part. Resize the duplicated part to 0.35, 2.5, 2.25 to make this the back of the chair.

					Rescale the original part to 2, 0.2, 2.25, which will be the seat of the chair. Adjust as necessary using the Scale and Move tools.

					Next, create four legs on each corner of the bottom of the chair using a square part scaled to 0.2, 1.3, 0.2 studs.

					Now, in the Model tab, select the Rotate tool. In the Snap to Grid part of the Model tab, checkmark the box labeled Rotate, and then change the number in the value field box to 5 degrees.

					Rotate each of the legs 5 degrees outward on the x and z axes. You can see a before-and-after comparison in Figure 1.1:

			

			
				
					[image: Figure 1.1: Rotated chair legs]
				

			

			Figure 1.1: Rotated chair legs

			
					Now, to make sure there’s no gap between the legs and the chair seat, select all four legs and then use the Move tool to move the legs upward so the tops of the legs are hidden inside of the chair part.

					Next, insert a Seat object from Toolbox or the Chapter 1 folder.

					Next, place the Seat object onto the chair with the yellow marker facing where the player’s legs will point. You can press Ctrl + R and Ctrl + T to rotate the seat or part selected:

			

			
				
					[image: Figure 1.2: A seat object placed on the chair]
				

			

			Figure 1.2: A seat object placed on the chair

			
					Change the transparency of the seat to 1 by navigating to the Appearance tab found within the seat’s Properties box.

					Change the color of the chair to (108, 88, 75).

					Next, change the chair part Material type to Wood.

					If your wood grain does not flow the proper way, select the MaterialFlip plugin found in the Plugin tab within the top bar and then click on the part with improper woodgrain to flip the texture’s orientation:

			

			
				
					[image: Figure 1.3: Images of incorrect (left) and correct (right) woodgrain]
				

			

			Figure 1.3: Images of incorrect (left) and correct (right) woodgrain

			
					Select all of the parts of the chair and then checkmark the Anchored box found in the Properties menu. This will cause the parts to remain in place and not be affected by physics.

					With all of the parts still selected, click Ctrl + G to group the parts of the chair, and name the model Chair within the Workspace.

			

			This completes this recipe for creating a chair:

			
				
					[image: Figure 1.4: Completed chair model]
				

			

			Figure 1.4: Completed chair model

			You now should have a basic understanding of how to manipulate parts within Roblox Studio, set transparency, and use seat parts.

			Building cactuses

			Creating smooth yet optimal rounded ends can sometimes be a challenge on Roblox. In the following recipe, we will build a variety of cactuses through a workflow method that allows you to line up the rounded corner edges seamlessly together. We will be working with both cylindrical and spherical parts to give the cactus a proper non-blocky shape and will then learn how to rapidly create new variants of the original model. We will complete the recipe by applying differing colors and materials to give each cactus its own distinct look.

			How to do it…

			We will be building the body and arms out of cylinder parts. We will then then use spheres to round the elbows on the cactus arms. Finally, we will apply color and material to the model. To begin this recipe, follow these steps:

			
					Start by navigating to the Model tab and selecting the Part drop-down arrow. Next, select the Cylinder option to insert a cylinder part onto the baseplate.

					Rescale the cylinder part to your desired height. In this example, the cylinder part being used is 12 studs tall and 2 studs wide. This will be the body of the cactus.

					Next, duplicate the body.

					Rotate the duplicated part 90 degrees so that, together, both parts create a t shape. This creates arms for the cactus, which you can rescale to differing lengths.

					Next, we will be creating three spheres to fit on both ends of the arms and the top of the cactus. First, we need to get the size of each sphere. To do this, select a part on the cactus and copy the number in the Size input box within the Property tab.For this example, the cactus body part size is 12, 2, 2, so the sphere should be scaled 2, 2, 2, as that is the proportionate size:


			

			
				
					[image: Figure 1.5: Ensure there is no crease between the ball and cylinder]
				

			

			Figure 1.5: Ensure there is no crease between the ball and cylinder

			
					Next, insert a sphere part and paste the dimensions that you copied in step 5 into the sphere’s Size box, found inside the part’s Properties box.

					Duplicate the sphere three times and move the added spheres to the ends of both arms and the top of the cactus, as seen in Figure 1.6.If you’re having trouble placing the sphere in the center, copy the numbers in the Position box of the arm or body of the cactus and then paste the position number into the Position box of the sphere. This will center the sphere exactly in the middle of the arm or body, leaving you with something similar to Figure 1.6:


			

			
				
					[image: Figure 1.6: Finished basic model of the first cactu﻿.]
				

			

			Figure 1.6: Finished basic model of the first cactu.

			
					Now, duplicate the body of the cactus and move it along one of the arms to be flush with the spheres that we previously placed on the ends of each arm, creating a rounded elbow.

					Next, duplicate the sphere of the arm that you just placed a cylinder part onto and move it up to round the top of the cylinder part.

					Select all of the parts of the cactus and then anchor them.

					With all of the parts of the cactus still selected, group them together by pressing Ctrl + G.

					Next, rename your model Cactus from the explorer’s Workspace or the Properties box of the model.

					Now, select all the parts in the model and change the color to (127, 142, 100).

					Finally, change the material of all parts to Grass to finish your cactus model.

			

			This completes the final step of the recipe and should leave you with the knowledge to work with sphere parts as well as to create clean elbow bends without getting misaligned seams:

			
				
					[image: Figure 1.7: Various cactus styles]
				

			

			Figure 1.7: Various cactus styles

			There’s more…

			The Move tool (Ctrl + 2) and the Rotate tool (Ctrl + 4) can be set to move or rotate in increments by typing a number into the Rotate and Move fields found under the Snap to Grid section of the Model tab. This allows for consistent placements of our parts. When doing this, it is best to move parts with increments that can be multiplied into whole numbers such as 1; for example, 0.1, 0.25, 0.5, 1. Use increments that add up to 360 when using the Rotate tool, such as 5, 15, 30, 90. This helps keep things aligned and scale better.

			Creating wooden crates

			One of the most widely used props across all genres of games is the humble crate. They come in many different shapes and sizes and make for a great asset that can be duplicated and stacked on top of one another. Crate models are also a prop that can be very easily scaled, stacked, and modified. In this recipe, we will be going over how to create a basic wooden crate model.

			How to do it…

			We will begin the recipe by creating a large cube and then creating an extruded outline along the top and bottom. Next, we will create corner and diagonal braces. To finish the recipe, we will apply color and material to the crate after we group and name the model.

			Let us start:

			
					Insert a square block part onto the baseplate.

					Rescale the part to be a large cube. In this recipe, the cube size being used is scaled 5, 5, 5 studs.

					Next, place a 0.5 x 0.5 stud block across one of the top sides of the cube. Have the part sticking out of the cube by 0.25 studs to create a lip.

					Duplicate the top part and add it to the other three top sides. It should look like what is shown in Figure 1.8:

			

			
				
					[image: Figure 1.8: Square block outline at the top with square parts]
				

			

			Figure 1.8: Square block outline at the top with square parts

			
					Duplicate the four parts at the top and move them to 0.25 studs below the bottom of the cube.

					Duplicate one of the side parts and then place it vertically on all four corners of the box. This completes the initial outline for the box:

			

			
				
					[image: Figure 1.9: Parts placed on each corner]
				

			

			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
			
		




















































	

OEBPS/Fonts/MinionPro-Bold.otf


OEBPS/Fonts/MyriadPro-Semibold.otf


OEBPS/toc.xhtml


		

		Contents



			

						BIRMINGHAM—MUMBAI



						The Ultimate Roblox Game Building Cookbook



						Foreword



						Contributors



						About the author



						About the reviewers



						Preface

					

								Who this book is for



								What this book covers



								To get the most out of this book



								Download the asset files



								Sections

							

										Getting ready



										How to do it…



										How it works…



										There’s more…



										See also



							



						



								Get in touch



								Reviews



								Share Your Thoughts



								Download a free PDF copy of this book



					



				



						Chapter 1: Getting Started with Studio Modeling

					

								Technical requirements



								Creating a chair

							

										How to do it…



							



						



								Building cactuses

							

										How to do it…



										There’s more…



							



						



								Creating wooden crates

							

										How to do it…



										There’s more…



							



						



								Building a functional TV

							

										How to do it…



										There’s more…



							



						



								Creating a ladder

							

										How to do it…



										There’s more…



							



						



								Making your bed

							

										How to do it…



										There’s more…



							



						



								Creating a stone water well

							

										How to do it…



							



						



					



				



						Chapter 2: Introduction to Solid Modeling and CSG Tools

					

								Technical requirements



								Carving out holes

							

										How to do it…



							



						



								Modeling a bowl of cereal

							

										How to do it…



							



						



								Engraving details onto surfaces

							

										How to do it…



							



						



								Unioning an arch

							

										How to do it…



							



						



								Creating a broken wall

							

										How to do it…



							



						



								From block to rock

							

										How to do it…



							



						



					



				



						Chapter 3: Sculpting Terrain

					

								Technical requirements



								Generating large biomes

							

										Getting ready



										How to do it…



										There’s more…



							



						



								Creating large terrain landscapes from scratch

							

										How to do it…



										There’s more…



							



						



								Stamping terrain with heightmap images

							

										Getting ready



										How to do it…



							



						



								Modifying terrain properties

							

										How to do it…



										How it works…



							



						



								Hand-sculpting hills

							

										How to do it…



							



						



								Creating an island in the ocean

							

										How to do it…



										There’s more…



							



						



								Creating a desert landscape

							

										How to do it…



							



						



								Creating a mountain with a waterfall

							

										Getting ready



										How to do it…



							



						



								Sculpting an erupted volcano

							

										How to do it…



										There’s more…



							



						



					



				



						Chapter 4: Learning to Use VFX

					

								Technical requirements



								Creating simple effects with fire, smoke, and sparkles

							

										How to do it…



							



						



								Creating hi-res fire with particles

							

										How to do it…



							



						



								Making volumetric smoke with particles

							

										How to do it…



							



						



								Beaming a laser

							

										How to do it…



							



						



								Flipbook particle explosion

							

										How to do it…



							



						



								Trailing behind players

							

										How to do it…



							



						



								Building a whirlwind

							

										How to do it…



							



						



								Snowflakes falling from above

							

										How to do it…



							



						



					



				



						Chapter 5: Building a Multiplayer Obby

					

								Technical requirements



								Building the obby lobby

							

										How to do it…



							



						



								Creating the obby template

							

										How to do it…



										There’s more…



							



						



								Creating stage 1 – Slide

							

										How to do it…



							



						



								Creating stage 2 – Truss course

							

										How to do it…



							



						



								Creating stage 3 – Lava

							

										How to do it…



							



						



								Creating stage 4 – Spinning blades

							

										How to do it…



							



						



								Building the winners’ area

							

										How to do it…



							



						



								Setting up respawn checkpoints

							

										How to do it…



							



						



					



				



						Chapter 6: Designing a House

					

								Technical requirements



								Blueprinting your house

							

										How to do it…



							



						



								Building out the walls

							

										How to do it…



										There’s more…



							



						



								Adding windows, doors, and floors

							

										How to do it…



							



						



								Grayboxing the props

							

										How to do it…



										There’s more…



							



						



								Adding lights and ceilings

							

										How to do it…



										There’s more…



							



						



								Creating a roof and front overhang

							

										How to do it…



							



						



								Finalizing your house

							

										How to do it…



							



						



					



				



						Chapter 7: Single-Player Map Flow

					

								Technical requirements



								Planning your map

							

										How to do it…



							



						



								Drawing the player forward

							

										How to do it…



							



						



								Creating a locked door

							

										How to do it…



										There’s more…



							



						



								Adding obstacles

							

										How to do it…



							



						



								Building out the map

							

										How to do it…



							



						



								Creating an atmosphere with lighting

							

										How to do it…



										There’s more…



							



						



								Adding ambient sounds

							

										How to do it…



							



						



					



				



						Chapter 8: Building a PvP Map

					

								Technical requirements



								Planning your layout

							

										Getting ready



										How to do it…



							



						



								Grayboxing the map

							

										How to do it…



							



						



								Risk-versus-reward spots

							

										How to do it…



							



						



								Placing props for cover

							

										How to do it…



							



						



								Creating an outer perimeter

							

										How to do it…



							



						



								Adding volumetric lighting

							

										How to do it…



							



						



								Finishing the map

							

										Getting ready



										How to do it…



							



						



					



				



						Chapter 9: Monetizing Your Experience

					

								Technical requirements



								Gamepasses

							

										How to do it…



							



						



								Developer products

							

										How to do it…



							



						



								Paid access

							

										How to do it…



										There’s more…



							



						



								Private servers

							

										How to do it…



										There’s more…



							



						



								Engagement-based payouts

							

										How to do it…



							



						



					



				



						Chapter 10: Extra Building Recipes

					

								Technical requirements



								Modifying a weapon system

							

										How to do it…



							



						



								Swords as tools

							

										How to do it…



										There’s more…



							



						



								Vehicle system basics

							

										How to do it…



							



						



								Building a custom emote bar

							

										How to do it…



							



						



								Enabling Team Create

							

										How to do it…



										There’s more…



							



						



								Customizing your game settings

							

										How to do it…



							



						



					



				



						Index

					

								Why subscribe?



					



				



						Other Books You May Enjoy

					

								Packt is searching for authors like you



								Download a free PDF copy of this book



					



				



			



		

		

		Landmarks



			

						Cover



						Table of Contents



						Index



			



		

	





OEBPS/Fonts/MinionPro-Regular.otf


OEBPS/image/B20853_01_04.jpg
b





OEBPS/Fonts/MinionPro-BoldIt.otf


OEBPS/Fonts/CourierStd-Bold.otf


OEBPS/Fonts/MinionPro-It.otf


OEBPS/Fonts/MyriadPro-Light.otf


OEBPS/image/B20853_01_01.jpg
R

BEFORE | AFTER





OEBPS/Fonts/MyriadPro-Regular.otf


OEBPS/image/B20853_01_05.jpg





OEBPS/Fonts/MyriadPro-SemiboldIt.otf


OEBPS/image/B20853_01_09.jpg





OEBPS/image/B20853_QR_Free_PDF.jpg





OEBPS/image/cover.png
The Ultimate Roblox
Game Building
Cookbook

Design immersive experiences with easy-to-follow recipes
for world and game development

TAYLOR FIELD-DRAPER

Foreword by Natasha West, Executive Assistant at Microsoft





OEBPS/image/B20853_01_02.jpg





OEBPS/image/Packt_Logo_New.png
<PACKD





OEBPS/image/B20853_01_06.jpg





OEBPS/image/B20853_01_08.jpg





OEBPS/Fonts/CourierStd.otf


OEBPS/image/B20853_01_03.jpg





OEBPS/image/B20853_01_07.jpg





